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WARNINGS Read Before Using Your Sega Dreamcast Video Game System 
CAUTfDN 

Anyone who uses the Sega Dreamed should read the operating manual for the software and console before operating them. 
A responsible adult should read these manuals together with any minors who wiH use the Sega Dreamcasl before the minor uses it. 

HEALTH AND EPILEPSY WARNING 

Some smell number of people are susceptible to epileptic seizures or loss of consciousness when exposed to certain flashing lights 
or light patterns that they encounter in everyday life, such as those in certain television images or video games. These seizures or loss 
of consciousness may occur even rf the person has newer had an epileptic seizure. 

if you or anyone in your family has ever had symptoms related to epilepsy when exposed to fleshing lights, consult your doctor prior to 
using the Sega Dreamcast. 

In all cases, parents should monitor the use of video games by their children. If any player experiences dizziness, blurred vision, eye or 
muscle twitches, ioss of consciousness, disorientation, any involuntary movement or convulsion, IMMEDIATELY DISCONTINUE USE 
AND CONSULT YOUR DOCTOR BEFORE RESUMING PLAY. 

To reduce the possibility of such symptoms, the operator must follow these safety precautions at all times when using the 
Sega Dreamcast. 

* Sit a minimum of 6.5 feet away fmm the television semen. This should be as far as the length of the controller cable. 

* Do not play if you are tired or have not had much sleep. 

* Make sum that the room in which you are playing has all the lights on and is well lit 

* Stop paying video games for at least ten to twenty minutes per hour This will rest your eyes, neck, arms and fingers so that you can 
continue comfortably playing the game in the future, 

OPERATING PRECAUTIONS 

To prevent personal injury, property damage or malfunction: 

* Before removing the disc, be sure it has stopped spinning. 

* The Sega Dreamcast Gl>ROM disc is intended for use exclusively on the Sega Dreamcast video game system. Do not use this disc 
in anything other than a Sega Dreamcast console, especially not in a CD player, 

* Do not allow fingerprints or dirt on o’riher side of the disc. 

* Avoid bending tfie disc. Do not touch, smudge or scratch its surface. 

* Do not modify or enlarge (he center hole of the disc or use e disc that is cracked, modified or repaired with adhesive tapa 

* Do not write on or apply anything fo either side of the disc. 

* Store the disc in its original case and do not expose it to high temperature and humidity. 

* Do not leave the disc in direct sunlight or near a radiator or other source of heat. 

* Use tens cleaner and a soft diy doth to dean the disc, wiping gently from the center to the edge. Never use chemicals such as benzene 
and paint thinner to dean the disc, 

PROJECTION TELEVISION WARNING 

Still pictures or images may cause permanent picture tube damage or mark the phosphor of the CRT Avoid repeated or extended use of 
video games on larg^screen projection televisions. 

SEGA DREAMCAST VIDEO GAME USE 

This GD-ROM can only be used with the Sega Dreamcasl video game system. Do not attempt to play this GD-RQM on any other CD 
player- doing so may damage the headphones and/or speakers. This game is licensed for home play on the Sega Dreamcast video game 
system only. Unauthorized copying, reproduction, rental, or public performance of this game is a violation of applicable laws. The 
characters and events portrayed in this game are purely fictional, Any similarity to other persons, living or dead, is purely coincidental. 




A Special Message from CAPCOM ENTERTAINMENT 

Thank you for selecting MARVEL Y5, CAPCOM 2 for your Sega 
Dreamcasl. We at CAPCOM ENTERTAINMENT are proud to bring 
you this new addition to your video game library 
CAPCOM ENTERTAINMENT, INC. 

475 Oakmead Parkway, Sunnyvale, CA 94086 
© CAPCOM CO., LTD. 2000 ALL RIGHTS RESERVED. 

© CAPCOM U.SA, INC. 2000 ALL RIGHTS RESERVED. 

CAPCOM and the CAPCOM LOGO are registered trademarks el 
CAPCOM CO., LTD. MARVEL VS. CAPCOM and CAPCOM EDGE are 
trademark* of CAPCOM CO., LTD, Sega, Dreamcasl and (be 
Dreamcast logo are either registered trademarks or trademarks 
of Sega Enterprises, Ltd. The ratings icon is a trademark ol the 
Interactive Digital Software Association. MARVEL and ail Marvel 
character names and the distinctive likenesses thereof are trade¬ 
marks of Marvel Characters, Inc and are used with permission. 
© 2000 MaFvel Characters, Inc. 


CAPCOM EDGE HINT UNE 

Hints are available 

(1-900-976-3343) 

$.99 per minute lor 24-hr. pre-recorded information. 

$1,55 per minute for live Game Counselor assistance. 

From Canada: 1-900-677*2272 {$ 1.35 per minute). 

Must be 13 years or older, or have parental permission. Game 
Counselors available Monday - Friday 3:30 a.m. ■ S:00 p.m. 
Pacific Time. This hint line supports games produced by 
CAPCOM ENTERTAINMENT, INC. only. No hints will he given 
on our Consumer Service line. You must have a touch-tone 
phone to use this service. 

CAPCOM ON-LINE 
http://www.ca pcom.com 

Visit our website fo see all the great new CAPCOM products 
or to checkout featured games on-line! you can also e-mail 
us at megamail@capc;Qm,com for technical help or to find out 
whaT$ new at CAPCOM! 
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DISC OOOft 

POWER BUTTON 

This turns the 
unit ON or OFF. 


CONTROL PORTS 



OPEN BUTTON 

Press to open 
the Disc Door. 


Use these ports to connect the Sega Dreamcast'" controller or other peripheral 
equipment. From left to right are Control port A, control port B, control 
Port C, and Control Port D. MARVEL vs. CAPCOM 2 uses Control Ports A and B. 

Note: Buy an additional controller (sold separately) to play with two people. 

MARVEL vs. CAPCOM 2 is a 1-to-2 player game. Before turning the Sega 
Dreamcast power ON, connect the Sega Dreamcast controllers) or other 
peripheral equipment into the control ports of the Sega Dreamcast 


visual Memory Unit (VAAU) 

To s me game settings and results and to continue play 
on previously saved games, insert a visual Memory 
Unit (VMU) into slot 1 of the controller BEFORE turning 
on the Sega Dreamcast. 

LCD 

Note; While saving a game file, never turn OFF 
the Sega Dreamcast power, remove the VMU 
or disconnect the controller 


Cap- 


-D^Q 


Biroclion Buhon - 
fEHSutlDnJ 
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Press start at the Title Screen. To make your selections on the 

following screens, use the Directional Button or joystick to choose 

and press the A Button to confirm. 

• Select a game mode , (See game mode descriptions 
starting on page 6.) 

• Select a fighter. (See fighter descriptions and 
individual moves starting on page 16.} 

• Choose your fighter's Assist Type {a - alpha, 
p - beta or y - Agamma), which determines 
the character's Variable Assist and Variable 
Combination change, (See pages 76-27 
for Individual characters' Assist Types.) 

• Select three more characters for your team. 

• Finally, choose a play speed. 


I 
































& Trigger- 

Partner Button B 


X Button - Light Punch (IP) 

Y Button - Heavy Punch (HP) 

B Button - Cancel selections / 
Heavy Kick (HK) 

A Button - confirm selections / 
Light Kick (LK) 


Analog Thumb Pad 
(not used) 


Directional Button (D*Button) 


Highlight selections on menu screens 
/ Move your character*: 

^ vertical jump 
^ Diagonal forward jump 
-> Move forward 
bl Crouch 
4? crouch 

1 £ Crouch / Lower block 
<- Move backward / Upper block 
K Diagonal backward jump 


START Button - 
Start game / 
Pause / Resume / 
join in Player 2 


Never touch the Ana fog mu mb Pad or l^r Triggers while turning 
the Sega Dreamtast power ON. Doing so may disrupt the controller 
initialization procedure and result in malfunction, if the Analog 
Thumb Pad or l/r Triggers are accidentally moved while turning the 
Sega Dreamcast power ON, immediate^ turn the power OFF and 
then ON again, making sure not to touch the contmiler. 


These moves are for characters 
facing right. Reverse the left/right 
directions for fighters facing left. 



START Button 

Start game / Pause / Resume / join in Player 2 

V Button - Heavy Punch (HP) 


C Button - Partner Button fi 


joystick 

Highlight selections 
on menu screens / 
Move your character 


8 Button - Cancel selections / 
Heavy Kick (HK) 

A Button - Confirm selections / 
Light Kick (IK) 


NOTES: 

* marvel vs. CAPCQM 2 is a 1-to-2 player game. Connect controllers or other peripheral 
equipment before turning on the Sega Dreamcast 

* The Analog Thumb Pad is not used in this game, 

* For all controllers, to return to the Title screen during game play r simultaneously press 
and hold the A, B, x t y and start Buttons. This will cause the Sega Dreamcast to soft-reset 
the software and display the Title screen. 

* For both the controller and Arcade stick, you can change the default button assignments 
using the Button Config option, see page 6. 





















































6/IMF MODES' 


Arcade Mode 

t or 2 Plflyerfs) 

fight again# CPU opponents, one after 
the other. Choose 3 fighters from 24 
characters. Defeat all comers to win the 
game and see a victory ending. Player 2 
can join in any time by pressing START. Vow 
can continue even if you lose. 

Versus Mode 

2 Player Competition 

Challenge a friend head-to-head, insert 
two controllers into your Sega Dreamcast 
before starting. Choose a fighter, 
handicaps and stage before every match. 

Training Mode 

1 Player 

practiceyoar moves and combos against 
a CPU character. Choose your character 
and sparring partner. During tramnq, 
press START to open the Training Menu 
and adjust the sparring partner's settings, 
use the Directional Button or joystick 
to make a selection and to change 
the setting. Press the A Button to confirm, 
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Option Mode 

Adjust various game settings. Use the 
Directional Button or joystick to make 
a selection and to change the 
setting. Press the A Button to confirm. 

Game Option 

Difficulty - Adjust the difficulty level 
for Arcade Mode games. 

Time - Adjust round time. When set 
to infinity H, the match continues 
until one team wins. 

Damage - Adjust the damage level 
of your character's attacks. 

Speed - Adjust the game speed. 

Sound - Choose STEREO or MONAURAL 
to match your speaker setup. 

Default Settings - Restore default 
settings. 

Exit - Return to the Mode Select menu. 

Button Config 

Buttons - Change button assignments 
for punches, kicks and special moves. 
Vibrate - Turn jump pack vibration ON 
(when using a Jump Pack in your Sega 
Dneathcast controller), 
command - Adjust the computer's 
response time (Normal or long) when 
you input Special Move commands. 


Default Setting - Restore default 
settings. 

Exit - Return to the Option menu. 

Display Adjust 

Display Adjust - Center game screen 
on your TV. 

Default Setting - Restore default 
settings. 

Memory Card 

Save - Save your option settings and 
score ranking data in a visual Memoiy 
Unit (vmu). This game uses 5 blocks in 
the vmu. 

Load - Load game data from a VMU, 
Exit - Return to the Mode Select menu. 

Score Ranking 

View high score ranking for Arcade 
and score Attack Modes, 

Score Attack 

1 Player 

Battle CPU characters for high scores. 
This mode is not affected by your Option 
Mode settings. 

Secret Factor 

Check your play status and secret 
characters you've unlocked. 

See page 13, 
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sconjwms 


Vitality Gauge 
character 
Partners A & B Vitality Gauge 


V.trv/v'ki 


Hyper combo Gauge 


score/wins 

Timer 


Current score in i player gomes; number of wins in 2 Player gomes. 

Remaining round time, when it readies zero, the winner is decided 
by which team has more vitality remaining. You can reset round time 
in Option Mode, See page 7, 

Color bar decreases as character is attacked, if the color bar 
disappears, the character is knocked out (K,0.'d).*Assist OK w appears 
on the Vitality Gauge when Assist moves can be performed. 

Name and portrait of main fighter. 

Color bar decreases as partner characters are attacked, it recovers 
gradually when a character is resting, if the color bar disappears, 


vitality Gauge 


Character 

Partners A & B 
vitality Gauge 


the character is knocked out (K.O.'d)." 

Appears when a character performs a super move, such as 
an Aerial Rave, 

The color bar increases as a character attacks. When it is full H 
the character can use Hyper combos and other powerful moves. 


Bonus Message 


Hyper Combo Gauge 


COMSAT fttflEf 



/natch Play 

* A match lasts until one team 
completely runs out of vitality for all 
three fighters, when that happens, 
the other team wins, 

* if the match time (99 counts, default) 
runs out before either team wins, the 
team with more vitality is declared 
the winner, (You can change the 
match time in Option Mode.) 

* With no time limit, the mutch 
continues until one team wins. 

* You can switch to different team 
fighters during a match. Resting 
fighters recover some vitality. When 
a fighter's vitality runs out that 
fighter is knocked out 

Draw Game 

A draw game occurs when both teams 
run out of vitality at the same time 
(double K.O.), or when both teams have 
the same amount of vitality left when 
time is up. 















I'PFC Ml MOVES' 

In the moves below, the D-entton/joystick moves are for pghters facing right. Reverse 
the left/right actions for fighters facing left 


Hyper Combo Gouge 


Hyper Combo 


Delayed Hyper Combo 


Variable Combination 


Snap Back 


m 


The Hyper combo Gouge builds up as you attack When it is full, your 
character can perform special attacks such as Hyper Combo. You can 
build your Hyper Combo Gauge up to level 5. 

<A Hyper Combo commond> + PP or KK (press simultaneously}, 

A Hyper Combo uses level 1 gauge, see pages 16-27 for in dividual 
characters' Hyper Combo commands. 

You can perform up to 3 Hyper Combos in a 
row. During the first character's Hyper 
Combo, input the second character's 
Hyper Combo. During the second 
character's Hyper Combo, input the 
third. Delayed hyper combo uses Level 
2 or 3 Hyper Combo Gauge. 

Press Partner A and Partner B 
Buttons simultaneously. 

Your partners will come out and 
perform Hyper Combos at the same 
time, variable combination uses Level 3 
Hyper Combo Gauge. 

+ Partner A Button - Get 
opponent's second character out 
4^-> + Partner B Button - Get 
opponent's third character out. 

Force your opponent to change 
characters. Snap Back uses Level 1 
Hyper Combo Gauge. 



variable Assist 


Variable Counter 


variable Attack 


Aerial Rave 


Dash 



Partner A Button - Your second character will come out. 

Partner B Button - Your third character will come out. 

Your partner character will come out and make an assisting attack. 


4^4 +■ Partner A Button while blocking - Your second character will 
come out. 

4^4^ + Partner B Button while blocking 
come out. 

Your partner character will come out to make a counterattack and switch 
characters, variable counter 


Your third character will 


uses Level 1 gauge. 

LP + LK (press simultaneously} - Switch to your 
second character, 

HP + HK (press simultaneously) - switch to 
your third character. 

Switch characters. The color bar in the Vitality 
Gauge wifi recover gradually while a ft 

character is resting. Kj 

Hit with ^ + HP or HK then ^ (super j/j 

jump), then perform a combo 

in the air. ,fj 

perform an air combo. Each Mgr 

eh a racter h a s a n Ae ria f Rave > j 

start move (see pages 16-27), f 

Hit opponent with it and ^ f 

perform a combo in the air. 3 

(or or PP (press '& 

simultaneously). 

Move faster than a normal walk. j' : g 



Super jump 


Block/Air Block 
THrowjGrab Moves 

safe Full / Break Away 

Rolling Get Up 

Advancing Guard 

Cham Combo 


Taunt 




jump much higher than a normal jump. 

D-Button away from opponent. 

Block opponent's attacks on the ground and in the air, 

(near opponent) or ^ + HP or hk 

Throw an opponent who is near your character, some characters 
do a grab move instead of a throw. 

(When falling to the ground or being grubbed) press any D-Button 
except ^ + HP or HK. 

Fall safely after being thrown or break away an opponent's grab. 

+ P or K, 

When knocked up in the air, input this command 
to evade opponent's pursuit attack. /B, 

{While blocking) PP (press __/. Sif.; 

simultaneously). 

Push back your oppo n ent. A ~ 

LP (or LK) + LP (or LK) + HP 

(or HK) Mj 

Press attack buttons gurckly one im /f ^ J '— 

after the other to hit the & 

opponent successively. 

LK + START (press simultaneously). 

you can change the Taunt button \ 
assignment in Option Mode. / 



EXP - As you gain points, your Experience bar 
gradually fills. When it's full, you gain a level. 


Playtime - Your total play time. 


by playing 


wm racroit 

Unlock new characters and other hidden features I Collect points by playing each game 
mode. Use your points to buy new characters and other features at the Shop. 

Use these controls to operate the Secret Factor features; 

• D-Buttons Move cursor; select items, characters, messages, etc. 

• A Button Confirm selection 

• b Button Return to previous menu or screen 


shop 

Buy new characters and other features with the points you acquire. 

Your Characters 

Check out the game characters and the new characters 
you acquire. 

Trade 

Trade your secret Factor characters with your friends by 
connecting 2 virtual Memory Units (VMUs) with VS.COM data, 

Follow the on-screen instructions to complete the trade , you mi 

a VS. COM fife first in order to trade characters. See page 14 










VS-Com Fite setup 

1. insert a VMU with 64 open blocks (or more} into your Sega Dreamcast 

2. Choose SAVE and press the A Button to create a VS.COM fife in the VMU . 
important: 

* A VMU with 64 or more open blocks is required 
to make a vs.COM p/e. 

* Do not tarn off your Sega Dreamcast or remove 
a VMU or other peripheral while creating 
a VS.COM file. 

* Do not disconnect VMUs while trading 
characters, 

vs.com mode select menu 

Press the A and B Buttons at the V5.COM Title 
screen to go to VS. COM Mode Select menu. 

Use the D-Buttons to select a mode and press 
the A Button to confirm. 

Level & Exp. - Your current Level and Experience points. 

Your Points - points you have gained. 

Shop - Buy new characters and features with your points 
Your Characters - Check out the characters you acquire 
Trade - Trade characters by connecting 2 VMUs. 

(see page 13.} 

Play Time - Your total play time. 

Sound - Turn sound on/off. 
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Light Punch 
Light Kick 
Heavy Punch 
Heavy Kick 

Two Punches (light or heavy) 

Two Kicks (light or heavy} 

Press the first Indicated D-Button 
for a short while, and then press 
the second indicated D-Button. 
The move can also he performed 
while jumping. 

Perform the move whife jumping. 
The move requires Levef 3 Hyper 
Combo Gauge. 

Afpha Assist Type. 

Beta Assist Type, 

Gamma Assist Type. 


ri/iiTF,)^ 

The following pages show the Special Moves for 24 fighters 
in the game. 

The controls ore for characters facing right. Reverse 
the left/right controls for characters facing left. 

The moves use these terms: 


LP 

LK 

HP 

HK 

PP 

KK 

Charge 

Usabie in air 

in air 
Level 3 

a 

p 

7 













Special Moves 

Optic Blast 
Rising Uppercut 
cyclone Kick 


Special Moves 

viper Beam 
Scimitar 


Electrap 


Hyper combos 

Hyper viper 


Hyper Combos 

Mega Optic Blast + pp (usable in air) 

Super Optic Blast + KK (usable in air) 


Assist Type 

a Projectile 
0 Anti-Air 
y variety 


Assist Type 

a Projectile 
0 Anti-Air 
y Expansion 


Special A/loves 

CioSe Fighting A 
Grenade launcher 


Special A/iayes 

Boomerang 1 , 
Towering Spine 
Ricochet Slash 
Ride & slash 


Hyper Combos 

eone Burst 


CODE: T-G02 


Stinger Bones 


Assist Type 

a Projectile 
0 Anti-Air 
y Expansion 


0 Dash 
y Projectile 


Return Fire 

Emergency Dodge a 

+ fc 

Hyper combos 

dose Fighting A+ 

+ PP (usable in air) 













Special Moves 

Shield Slash 
Stars & stripes 


Fin a I Ju stice 4 + pp 

Hyper Stars & Stripes *>4^ + PP 
Hyper Charging Star 4^^ + KK 


Assist Type 

a Projectile 
$ Anti-Air 
y Dash 


Special Moves 

Beacon Bomb 
servbot Launcher 
Bonne strike 

Hyper combos 

King Servbot 


Charging Star 4^-> + 

ft 


Hyper Combos 




Lunch Rush 4^ + Pi 




Assist Type 

a Throw 
ft Anti-Air 
y Projectile 






Special Moves 

Psy-Blast 
psy-elade spin 
Nfnjutsu 


4^^ + R (usable in air) 
4^"^ + K (usable in air) 
+ any button 


Hyper combos 

Butterfly Hide 
Psy-Maeistrom 


Psy-Thaist 


Assist Type 

a Anti-Air 
ft projectile 
y Balance 


Schwareaife 


Assist Type 

a Anti-Air 
ft Capture 
y Enhancement 


Fan tome 

4^ + K 

Sublimation 

4^ + K 

Hyper Combos 


Mil Fan tome 

4 ^ + KK 

Partnai fe 

4^4 + KK 






















Special Moves 

Repeating Punch s|^-> + 

Rising Repeating Punch + 

power Dive Punch 
Power Drain 


1 ft (usable In air) 


Hyper Combos 

Goodnight Sugar 


Assist Type 

a Anti-Air 
j3 Dash 
y Throw 


Special Moves 

shout of the wind 
Joy of Green 


Child of the Ground 


Hyper combos 


a Heal 

0 Enhancement 
y Balance 



Rule of the Plants 
Boon of the Sun 

+ PP 



Assist Type 







Special Moves 

Fusetsuzan 
shienbw 
Serten Rengefa 


p (press rapidly; us able in air) 
4^"^ + P (usable in air) 


Hyper Combos 

Tench i Tsukan 
ROW 

Monkey King 


Assist Type 

a Heal 
0 Projectile 
y Anti-Air 


Special Moves 

Sh \dtnj 

Guren 

Plasma Combo 


Hyper Combos 

Rasetsuzan 
Engetsu 
Plasma Field 


Assist Type 

a Expansion 
0 Anti-Air 
y Balance 
















Special Moves 

plasma Beam 
Photon Shot 
Molecular Shield 


Hyper combos 

Electric cage 
Photon Array 


tx Variety 
ft Anti-Air 
y projectife 


special Moves 

Berserker Barrage 
Tornado Claw 
DrifJ Claw 


Hyper Combos 


Berserker Barrage X 


weapon x 


Assist iype 

of Ground 
ft Launcher 
y Variety 



special Moves 

Shouoken 
Hadoken 
Shwnpukyaku 
Hyper Combos 
Midari zakura 
Shinku Had o ken 
Harw ichihan 


Assist Type 

a Dash 
ft Projectile 
y Expansion 


special Moves 

fee seam 
fee Avalanche 
fee Fist 


Hyper combos 

Arctic Attack 


Assist Type 

a Project! fe 
ft Variety 
y Baiance 












Special Moves 

Ame Wo Murakumo 
ExcaWbur 
c ram 

Formation A 


Assist Type 

a Ground 
Variety 
y Projectile 


Special Moves 

Gamma Slam 
Gamma Tornado 
Gamma Charge 


+ P 

+ P 

<- (charge) + k 


Gamma charge (Anti-Air) 4- (charge) ^ + K 


Hyper Combos 

Gamma Wave 
Gamma Crush 
Gamma Quake 


Assist Type 

a Ground 
0 Dash 
y Anti-Air 


Hyper Combos 

~T\r: 

t- ?c biia* 

Ragnalok 

+ pp 


,, Legion 

<|>ira> + fac 


1 ■ Urubolos 

*iNk+ pp 




Special Moves 

Web Ball 
Spider sting 
Web Throw 


Hyper combos 

Maximum spider 
Ultimate web Throw 


Crawley Assault^ 4^*^ + KK 


Assist Type 

« Capture 
j& Expansion 
y Anti-Air 


Special Moves 

Sonic Boom 
Somersault Kick 
Air Somers a wit Kick 


Hyper Combos 

Sonic Hurricane 


0 Projectile 
y Balance 


Somersault Strike 

split- + KK 

Assist Type 

a Anti-Air 












m ® 


Special Moves 

Fireball 
Dragon Punch 
Hurricane Kick 
Hyper Combos 
Shlnku nadoken 
Shlnku Tatsumaki 
senpukyaku 
Shin Shoryuken 
Assist Type 
a Anti-Air 
0 Projectile 
y Expansion 


+ P (usable in air) 

-^4^ + P 

+ K (usable in air) 

4^* + pp (usable In air) 

W4r + KK 

->4*^ + pp (Level 3) 


Special /1/loves 

venom Fang 
Web Throw 
venom Rush 
Hyper Combos 
venom Web 
Death Bite 
Assist Type 
a Expansion 
0 Variety 
y Launcher 


4^-> -5- P (usable in 

■*2*4^4- + K 
4AI-> + K 

4^"^ + PP 

4<^ + KK 



Special Moves 

Coffin Drop *44* + 

Cobra Blow + 

Mummy Drop 

Pharaoh judgment 4*^ 

Hyper Combos 

Pharaoh Magic hk lp 

Pharaoh cobra Throw + 

Pharaoh illusion lp lp -3 


Assist Type 

a /Ground 
0 Throw 
y Variety 


Special Moves 

Double Lariat 
Banishing Flat 
Aerial Russian Siam 
Screw Piie Driver 


Hyper combos 

Final Atomic Buster 
iron Body 

Ultra Final Atomic Buster 
Assist Type 
a Ground 
0 Throw 
y Air Throw 









TAKE IT TO THE EDGE, CAFCOM EDGE. 

COLLECT CAPCOM EDGE PROOF-OFPURCHASE POINTS 
EVERY TIME YOU BUY ANY SPECIALLY MARKED CAPCOM 
GAME TO EARN AMAZING GEAR LIKE SHIRTS^ GAMES OR 
EVEN A PORTABLE CD PLAYER! PLUS* YOU'LL SE ABLE TO 
WIN QUARTERLY SWEEPSTAKES WITH KILLER PRIZES - LIKE 
YOUR OWN SIGNATURE SIZE ARCADE MACHINE. 


DON’T FIGHT IT! SIGN UP TODAY 

JUST COMPLETE THIS ENTRY FORM OR SEND A 3X5 CARD WITH 
YOUR NAME, ADDRESS PHONE NUMBER AND DATE OF SIRTH, 
AND PARENT’S SIGNATURE (IF UNDER 130 TO: 

CAPCOM EDGE 475 OAK MEAD PARKWAY, SUNNYVALE, CA 94006 


Offer vaftt mm fa ITOMawiiii* 2 awards pet name anOfer address. To ctom AWiflfc sand a 

oompmUHJ pfaj Nrd^nptiin MnrL Capcara Grip* or H&htefa Edgy fhtrttoir jwrchHfi* pdrKs lor original UPC 
eoda) and shipping ato handimfl irros to Capwm E-anertairwnenL (saa www.oaaKom.cgm lor canplcla derails}. 
Award momhitfiui'af Is eniijoci ia cfkKtge and audiod 1o arvTnftatftsv viftilo Supply teats. Allow 10-12 unsafe; tor 
datr/ary. Iram* may bo shlpjied sopsrwaV- Eklm points on orflara wlaotte mrurntod, Points cannot be 
tianareri*d gr rv^tel aifalfaw party lor use far any tutor pmposfe. Capoem Edge prime caind te radearngd 
far cftWv Copcflflft Ejufartairanem may oarvoaL rescind or defend (Jiis oflrV 9l any lima. Points ate suttjscl to 
verffl«lh». Only onglngl Cnpcftn Edge or Rgmps Edge proof d purctosc points or orfginal UPC obttea are 
valid tram mtail packages or 1mm asitnorized Capcom Edgd or Rghle« Edge KulMcafeg. No reproduoripre: 
allowed. Polrila vaSd orty on« per tfjma pyrenase per peraon. The Gatpcom Edgy (wo&^m Is valid only with 
cirrejn: Cipoem and rijhlers Edge games. Tlnoae undrsr Oto IB nwst have parent w neerdian skjtofafa id 
participate. The Capcom Edgn program is operartaaby Capcom Ermertairrtigm DPdio gpniMo reasdema of fas 
United States n»d CfltoOa enduring iSuetoc. Fraariulynt darta; Ynll bp voided. Pn»f ol rraHing does nfa 
oonsWulB proof ol delivery, Capcgm i s frtjd ngspo-nsiMa far loaf, liwrektfe. ttomogud or rlegblo claim farms. 
Ccflinrul euit t$ recommended far orders- Swoopsiako!; winnenwir be determined-in a random droning rrcnri 
registered Capecm Edga menibi-?.. No purdbasa tieooaaary. Odds of winning ttejtfriti on number ol 
mgkiwred C^potrm Edga mambera. Sony Computer E4rt*b<neftt America, Nintendo of Wenoft and ?egH 
m JUTierca era m (» way mniiaind wiih Ihis program. Emptoiwes of CapCOfa gnMaiimani. sis agendas, 
wjndare and lhair immediate farriy rrwmbare are npt gligSrtci tor itas offer. fil\ efeririona ol Cap 4 c«r. 
EnlB>fteJnmariL on ad .madors rotating mihis promo Bon are 11nal, fleopien^ ;igioo titat awards are pieaartlBd 
on m wntmion Capcom Ertertalntrwm. Sony Ccrr-pui&r EfcteHaliJmanl America. Nintendo ol AroHiefc SOSO 
or Amancn. llwlr arablfaS. Lroksijteitos. ajvtefcns. or rateled cormariiJS. huwy no Satility whateoever, for any 
dremgas. injuries, fasaee or expenses ol *ay fcnd rDsotiing hem aooeptence. pOEseesim or ii*y of ihp award. 
Award recipient la recpormblw far any and ail federal. Stale and fccnl tones il nacassary. Offer e gn*y good In 
XAsited Slates and Canada eluding Ouebwa. Vridwheto 
peortblled by tew. tutor «o«teflfans may apply. 

All oidens must to postmarked by 1flXk 
■ffl CflPOJM CO., LTD, low. ©CflPKH USA, INC- 20(50. AUL RIGHTS 
IfpStHveft CAPCAM ard Iha HKWtMb «leglsiered Iratlemarte d 
CAfCOW 1 LTD.CAPCOW EDGE ai trarFemartt yf CAPMm CO.. LTD: 


www. capcom, com 
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Manual Dosip: Hanshaw Ink & Image; P.ferkeiing: Todd Ttiorson, Scan MyleltA 
Kofceit JqTirsofil Creative Saivices; Jennifer Deauville and Marion Clifford; * 
Lickage Oesigif: Micfii Marita and Jamie Gibson; Translation: Masapki 
fidwmoto; PR: Melinda MortflfiiEiruo, Matt Atoood anil Carrie Me^enily; 

■■-ipacial Thanks toe Tam Shiraiwa, Miki Takano, Bill Gardner, Robert UfkIsey, 
ffeai Robison and Mark Gafameau. 

90-DAY LIMITED WARRANTY 

CAFCOM ENTERTAINMENT. IBB. rCAPCOM’) wananls to the origiral ocnsisner 
MUiis Sega Dreamcast GD-ROM ("GD-ROM'*) from CAPCOM sfiail be free fram 
dcfecte rm rrateriat and workmanship for a period of 90 days from dale of pu rchase. 

II | defect covered by ihis warianty oca« dufing this 9CKJay ivarraoty period, 
CAPCOM will rvplam IN CD-ROM frea of charge, 

Tt) roceivc this warranty service; 

I Notify the CAPCOM Consifmer a™ Dcpartmgnt of the profttem requiring 
wniranty service by calling {408] 774-WOft. Our Ccnsu«ier3eivfoe Departmenfl 
is in operation: ftom O a.m. to 5:00 p.m. Facitic Time, Monday through Friday. 

? if Ihe CAPCOM service technician is unafcte Id salve the problem by phone, hafehe 
will Instruct you to relum the entire GD-flQM to CAPCOM freighf prepaid at your 
OWfi riskol damage or dfery. We recomifiencl seixtv^yw CD-ROM certified 
ihiII. Please ifielLide YQkJY sales slip or amifar prootal'purchase within the Sfrtfay 
warranty period to: 

CAPCOM 

Consumer Service Department 
475 Oakntoad PSr|w,ay 
Sunrry^le,CA 94066 

i n- warranty shall sa4 apply if the GD-ROM has been damaged by negligenco, 

■ ili v unnmonsHa use, mcdilkatFjii, tampering or by olher causes ur.relaled 
lolhi! ttefep| material w workmanship. 

mm$ AFTER EXPIHAT1CN OF WARRANTY 

If tin: GD-ROM ctevetotis a pmtat after Ihe 9flKlay ivarranty period, you may 
iyuTiu# Ihe CAPCOM Oonsumer Senrioa Department at the phone number riolttt 
prrwipusiy, If Ihe CAPCOM service feobnscian is unable to solve the problem by 
phone, tie/ste may instruct you to return the dsfedrve GO-ROT^ to CAPCOM height 
prepaid at your own risk of rtarnage or giiueiy, enclosing a check or mor«y tor 
S^O.OO (U.S. funds only) payable to GAPOOM We recommend sending your GD- 
ROM Dertitied mail. CAPCOM will ifeplaoe tile GD-ROM, subject to the conations 
ato/a. if reptaffiment GP-ROMs are not available, the defective product will be 
n turned to yov and the 529 00 payment refunded. 

WARRANTY LIMITATIONS 

AMY APPLICABLE IMPLIED WARRANTIES, INCLUDING WARRANTIES 
t MERCHANTABILITY AND FITNESS FOR A PARTICULAR PURPOSE. 
ARE HEREBY LIMITED TO NINETY (9D) DAYS FROM THE DATE OF 
PURCHASE AND ARE SUBJECT TO THE CONDITIONS SET FORTH 


IVWRVa VS. GAPGOM 2 
tPTS. 



MARVEL VS. CAPCOM 2 
PTS. 

HEREIN. IN NO EV0FT SHALL CAPCOM BE\ 

[TABLE TOR CONSEQUENTIAL OR IWCIBtNTAL\ 

DAMAGES RESULTING FROM W. BREACH OF ANY \ 

EXPRESS OR IMPU EO WARRANTIES v v 

The provision of Ihis warranty are valid in Elre\ 

United States and Canada only. Soma stales and\ 
provinces do not allow limitations un how long an implied * 
warranty lasts or exciusions ol consequential or IjBldeniar v 
damages, so the above limitations anti oxcibslons may not v % 
apply to you. This warranty gives you specific legal ilglits, and\ 
you may have other rights, which vary, from state to state or v 
province to province. \ 

ESRS RATING 

This product has been rated by the Entertainmcnl Software Rating hoard, 
for information abpui the ESRB rating, or lo eomnrienl about ihe 
appropriateness of the rating, please comact the ESftB at 1-BD07714772. 
Sega is registered in Iha US Patent and Trademark Oflice. Sega 
Dreamcast, the Dreamcast Swirl, are trademarks ol SEGA. Sega ol 
America, P.0. Box 7639, San Francisco, CA 94120. All Rights Reserved. 
Programmed in Japan. Made and printed In llto USA.WAFINIMG: Operates 
only with NTSC televisions and Sega Oreamcasl systems purchased in 
North and South America {except Argenllna. Paraguay and Uruguay).Will 
not operate with any other tolovisions or Sega Dreamcast systems. 
Product covered under one or more of ihe following U.S. Paienis: 
5.460,374; 5.525,770; 5,627,395; 5,636,173; 4.442,4B6. 4,454,594; 

4.462.076; Re. 35,839; Japanese Patent No. 2870S3B, r - 

(Patents pending in U.S. and other countries); Canada 
Patent No. f,t33,276. The ratings icon is a trademark 
of the Interactive Digital Software Association. 
















